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Meet the QuizKid™Racer 


Wrong Answer Signal 


Power On Switch 

Level of Difficulty Keys 
Press this key for easier 
addition or subtraction 
problems. 

Press this key for harder 
addition or subtraction 
problems. 


Number Keys 

Press these keys 
to supply answers 
to the problems 
in the display. 



Speed Keys 
Press the FAST key 
and race the Racer 
by allowing yourself * 
only three seconds to 
key in the answer. 


^ QuizKid/ 

1 11 g 


Racer" 
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Right Light 
Right light glows 
r when a correct 
answer is keyed in. 

Variety Keys 
Press this key, then 
a command key to 
see problems with 
the answer shown 
but with a factor 
missing: 

2 x =4 

Press this key, then 
. the times, x , key 
to practice times 
tables. 

Command Keys 
To start, press one 
of these keys and the 
“ Racer’s robot brain 
makes up 10 problems 
of the type you 
select. 
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Allowed 
Key Order 


Mumbo jumbo sentences are like 
mumbo jumbo key sequences; they 
are not understood! 

To QuizKid's doesn't you the do 
nonsense?" in press electronic 
this “what and what know thinks , 
brain the wrong if order, keys is. 

Perhaps you can unscramble this 
sentence, but the QuizKid can never 
unscramble nonsense key sequences! 
(For correct order of the scrambled 
sentence, see below.) 

Rule: The Pro, Amateur, Fast, 

Slow, and Command Keys may be 
pressed in any order. The Tables and 
Complex key presses must come 
before the Command Keys 


x , - ). 


( + * 


Pro (or Amateur): Press anytime 
Complex: Press before Command Key 
Tables: Press before Command Key 
Fast (or Slow): Press anytime 

Remember that the Amateur and 
Pro keys only affect addition and 
subtraction. 

Examples: 

Order of Key depression 
Yes 

TABLES , + or ( — , x +) 

COMPLEX , + or(-,x -) 

Pro (or Amateur), + 

Pro (or Amateur), - 
+ , Pro (or Amateur) 

- , Pro (or Amateur) 

Complex Pro + or - 
(all combinations not listed: try them!) 

No 

+ or(-, x -h), TABLES 0 p OJ JBqM MOU>[ J t USOOp pUB 

+ or(~, x -r), COMPLEX tt £3SU3SUOU Slip SI JBq M,, ‘S^Uiqj 


Pro , x (No, because Pro only 
Pro , -T- works with + or -) 


umjq oiucupap s t prflzm£) aqj ‘japjo 
Suojm aqj ui sAa>| sssjd noA }\ 
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Battery 

Information 

Your QuizKid is powered by a 
9-volt transistor battery. Use an 
alkaline battery for optimum 
operating time and you will get about 
5 hours of continuous battery 
operation before the battery needs 
replacing. To replace the battery, 
slide battery hatch door open, 
remove the old battery and attach the 
new one to the clip-on wires. 

Low Battery 

The battery inside keeps the power 
going. When it’s dead tired, it stops 
lighting the display or makes freaky 
things happen in the display. For 
example, the display might show the 
number 8 and nothing else even when 
you press keys that usually make the 
QuizKid work. This is a sure 
sign of a tired battery, so put another 
battery in to give the QuizKid a real 



To replace the battery, slide the 
battery door open. DO NOT 
PULL ON THE WIRES HOLDING 
THE BATTERY. 



IMPORTANT: PLACE A PENCIL 
BETWEEN THE TWO TERMINALS 
AS SHOWN: 

GENTLY LIFT UP THE PENCIL TO 
SNAP OPEN THE WIRES. 

Attach the new battery to the clip on 
wires. 


Optional AC Adapter 

Your QuizKid can be operated on 
regular house current with the 
National Semiconductor Adapter 
available as an option at the retail 
store where you bought your QuizKid. 
Turn off your QuizKid before 
connecting the adapter. Connect the 
adapter to the jack at the top of the 
unit. 
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Brief Directions 


Step 1. Turn on the QuizKid. 

See + , x, / (divide sign) flash 
in the display. If the display is 
blank or contains a number, 
change the battery. 

The Slash (/), is the symbol used by 
the QuizKid for h-, divide. 

The Slash (/), means the same as . 

For example, 6/2=3 is the same as 

6 + 2 = 3 or ^ = 3 
2 

Step 2. Press a Command key. 
Command keys: 

+ 9 , X , -T- . 

If you press + you will see the 
first of 10 addition problems. 

If you press - you will see the 
first of 10 subtraction problems. 

If you press x you will see the 
first of 10 multipication problems. 

If you press -r you will see the 
first of 10 division problems. 

Step 3. Key in the answer to the 
problem you see. 

See the Right Light turn on if you 
are right. 

See ‘E’*in the display if you are 
wrong, or if you take too long 
keying in the answer. 2 + 2 = E 


Step 4. You get a second try if you 
key in the wrong answer the first time. 

See the right answer flash if you 
miss the second try. 

10 + 5 = 15 
Right Answer Flashes 

Don’t waste time. The QuizKid 
clocks you. If you don’t key in the 
answer on time, it is counted wrong. 

Step 5. The next problem appears 
automatically. Ten problems in all 
will be displayed. 

Step 6. Your score appears in the 
display after 10 problems. The right 
light flashes when the score is 
displayed. 

The QuizKid computes your score by 
counting the number of first try 
answers you keyed in correctly and 
swiftly. A perfect score is 10 points. 
You get no points for tardy input.* 
You get no points for second try 
answers either. 

* Definition: Input means something 
that is put in, for example a number 
keyed into the QuizKid is an input. 
Input is a word used by people who 
work with computers and electronic 
products like the QuizKid 


*‘E’ is an abbreviation for error. 


Three Important Rules 

1. Stopping a Problem Set: To start 
over in the middle of a problem set, 
turn the QuizKid off and back on. 

2. The QuizKid normally 

gives you about 10 seconds to answer 
problems. When you press FAST , 
prepare to race the QuizKid which 
speeds up to allow you an incredible 
3 seconds (approximately) in which . 
to key in the answer. 

3. The QuizKid will ignore tardy 
inputs. In other words, answers 
keyed in too late don’t count towards 
your score. 



Key in answers swiftly. Only 
answers keyed in on time count 
towards your score. 

If you are late, an ‘E’ will appear 
in the display and your answer is 
not counted as right, even if you 
then key in the right answer. 





















Detailed Directions 


For Adults and Curious Kids 

Turn On 

Upon turn on, the display 
successively shows the + , x, / 
(divide) signs. If this is not displayed, 
change the battery. Upon turn on, 
the unit is in the slow mode which 
allows about 10 seconds (this varies 
slightly from unit to unit) to key in 
the answer. Depress FAST to 
make the display change faster. The 
SLOW and FAST keys may be 
depressed at anytime before or 
during problem display*. It is 
recommended that you depress these 
keys before a problem set begins, 
i.e.*, before pressing a Command key 
because it is easier to detect 
the display speed change and 
consequently, assures you that your 
key depression was accepted. 

Keyboard Description 

+ Upon depression of this key, the 
first of a series of ten addition 
problems will be displayed. These 
problems will be the easy type 
(sums less than 29) unless the 
PRO key was depressed to make 
problems harder (sums 0 to 99). 

- Upon depression of this key, the 
first of a series of ten subtraction 
problems will be displayed. Unless 
the PRO key was depressed, 
problems will be easy (differences 
less than 20). 


x Upon depression of this key, the 
first of a series df ten multiplication 
problems will be displayed. 

Upon depression of this key, the 
first of a series of ten division 
problems will be displayed. 

SLOW Displays problems slowly, 
allowing more time to key in 
the answer. 

FAST Displays problems rapidly, 
allowing less time to key in 
the answer. 

AMATEUR Upon depression of 
the Amateur key, addition or 
subtraction problems are changed 
from the difficult type to the easy 
type. There is no need to depress 
AMATEUR upon turn on or 
before each problem set. The unit 
will automatically display easy 
problems until PRO is depressed. 

PRO Upon depression of the 

PRO key, addition or subtraction 
problems subsequently displayed 
will be the difficult type. 

COMPLEX Depress this key, 
then a Command key to display 
10 problems with the answer 
shown and a factor missing. 

Examples: 

2 + =4 

6 - =2 
8 x =16 
15 — 3 


The object of this game is to key in 
the missing factor or missing number. 

*There is no need to depress SLOW upon 
turn on or before each problem set. The unit 
will automatically display slow problems 
until FAST is depressed. 


Important Rule: Depression of 
COMPLEX must occur at the 
beginning of a problem set and prior 
to depression of a Command key. 

Key Sequence: 

Yes 


Complex 

+ 

Complex 

X 

etc. 


Complex 

+ 

Complex 

X 

etc. 



No 

+ Complex 
x Complex 
etc. 

+ Complex Pro 
x Complex Fast 
etc. 

TABLES Depress this key then a 
Command key to display problems 
in a table sequence. When the keys 
TABLES , x are depressed, 
a random times table is displayed. 
To see a particular table, for 
example the five times table, press 
the digit key 5 , then TABLES , 
x . Note that the sequence 
5 x will produce the same 
effect as 5 TABLES x . 

The Tables key may also be used 
with + , - , or ^ for 
sequential addition, subtraction or 
division problems. 

Right Light 

The green Right Light glows each 
time a correct answer is keyed into 
the QuizKid on time. 

This light also flashes while the 
QuizKid displays your final score at 
the end of a problem set. 


Wrong Answer Signal 

3 x E = 15 

The ‘E’ is displayed in place of 
the answer as a signal to you that 
you have one more chance to key 
in the right answer. Don’t waste 
time; the QuizKid gives you a limited 
amount. 

Scoring 

After 10 problems are done, the 
number answered correctly is 
displayed and the green Right 
Light flashes. The display again 
shows the symbols +, -, x, / in 
succession and waits for a new 
Command key to be pressed. 

Second try answers are counted 
wrong. 
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Lagoon 

Race 

A Game for Several Players 

Directions: 

Put playing pieces on the board. Turn 
on the QuizKid and press x . Move 
back two places if you get the 

problem wrong on both tries. Move 
ahead one place if you get the right 
answer on the second try. Move 
ahead according to this number chart 
if you key in the correct answer on 
the first try: 

Number Chart Move: 

First try Odd 3 spaces 

right answer is: Even 2 spaces 

,13 -1 space 

(back one) 

After you move, pass the QuizKid to 
the next player. 

Variety: 

Press + or - to play with addition 
or subtraction problems. 

Press TABLES x to play a 
“surprise” multiplication table. 

Press 9 TABLES x 
to play the game with the 
9 times tables. 























































Race Through 
Outer Space 

A Game for One or More Players 

Directions: 

Turn on the QuizKid and put the playing 
pieces on the board. Use beans, slips 
of paper, or your own invention. To 
start out, the first player presses the 
-l- and then solves the next ten 
problems. After he/she finishes, see 
the score and move the piece 
according to the score. 

Example: A player gets nine right 
and then moves ahead 9 spaces. That. 
player will then be on the space 
marked -k On the next turn, he/she 
will then press -s- instead of + 

Object: To be the first to finish. 
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Variety 
Play for: 


Quiz 

Bingo 

A Game for Two to Four Players 


Directions: 

Give each player a Bingo card. Turn 
on QuizKid and press x 

The Caller reads out equation and 
players call out the answer. If the 
answer matches a number on their 
Bingo card, then they also put a 
marker on the number. The caller 
writes down the right answer and 
proceeds onto next problem. The 
winner is first person to get 5 squares 
in a row. The caller checks the 
winner’s card against the numbers 
that the caller recorded. 

Need: QuizKid 

Pencil (for Caller) 

Paper (for Caller) 

Markers for players 
Bingo cards (on next page) 

BINGO 



FRAME 


0 

0 

0 

0 

0 

0 




0 

0 




0 

0 




0 

0 

0 

0 

0 

0 

BLACKOUT 

t > 

0 

0 

o 

0 

0 

0 

0 

0 

0 
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0 

0 

0 

0 

0 

0 

0 

0 

0 

V 

0 

0 

0 

0 
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Horse 

Race 



A Game for Two or More Players 


Directions: 

Each player chooses a lane. 

Turn on the QuizKid . Move 
back two places if you get the 
problem wrong on both tries. Move 
ahead one place if you get the right 
answer on the second try. Move 
ahead according to this number chart 
if you key in the correct answer on 
the first try: 

Number Chart 

First try Odd 

right answer is: Even 
13 

Variety 


Who can make 2, 3, etc. rounds first? 
Who can do it in the least amount 
of turns? 
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Scavenger Hunt 
in the Forest 

A Game for Two or More Players 

Directions: 

Turn on the QuizKid and 
press a Command key ( + , - , 
x , or -T- ). Put playing pieces on 
the board. Use buttons, beans, slips 
of paper, etc. Key in the answer to 
the first problem. Move ahead two 
spaces if you get the right answer on 
your first try. Only first try answers 
count. Make no move unless you get 
a right answer on the first try. When 
you land on a square that has a 
forest inhabitant, quickly write the 
number of points earned or lost 
on your paper. The next player 
takes a turn. 


Object: To get the most points. 

Need: QuizKid 
Paper 
Pencils 

Playing Pieces 
Variety: 

First player to land on one of every 
type of animal and plant wins. If 
necessary, turn around at the end. 
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Swoopin' 
Through the 
Swamp 

A Game for Two or More Players 


To get home, the QuizKid 
has to go through Scarey Swamp.The 
swamp monsters are hungry! Play 
“Swoopin’ through the Swamp.” 

Directions: 

Each player puts a marker on start. 
Turn on the QuizKid . Press a 
Command key: + , - , x 
or -T- 

Answer the first ten problems. 

If your score is 9 or 10, move 
accordingly; otherwise, move ahead 
to the nearest rest rock. 

The winner is the one who gets 
home first. 













































Fishing for 
Numbers 

A Game for Two or More Players 

Directions: 

Each player cuts out 10 pieces of 
paper like the example. 

(example shows size) 



Write your initial on the paper 
squares. Turn on the QuizKid 
and press + 

The first player solves the problem 
and sees if answer matches the 
number on one of the fish. If so 
cover it with his initial square. 

The next player takes a turn. If you 
land on a fish that has already been 
caught, you don’t get the fish and 
you lose your next turn. Winner 
is the one with the most fish. 

At the end of the game, add the 
points of your catch. The winner 
is the one with the most points. 
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Save the 
Jelly Beans 

A Game for Two or More Players 
Using a Single QuizKid 

When the QuizKid got home, he saw a 
jelly bean monster eyeing the jelly 
bean bag which he had left in his 
tree house. 

Play “Save the jelly beans.” 

Directions: 

Put a marker at zero near the bottom 
of the ladder. 

Turn on the QuizKid and 
press any Command key 

+ , ~ , X , -r . 

Answer the problem and move up the 
ladder one place every time the Right 
Light lights. Pass the QuizKid to the 
next player. First one to reach the 
top of the ladder gets the jelly beans 
and wins the game. 
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